Markus Geiger is a mechanical engineer based in Munich, Germany, whose night job is to create board games. Father of two, the 39-year old Geiger owns a company where he churns out games using 3D printers and CO2 laser cutters. His latest release is *Corona Battle Against COVID-19*, which he touts to kill the lockdown boredom. "This game is not about being a virus or the disease, rather to use logic and strategies to solve complex tasks and win the virus, while also keeping the world running \[in the game\]," said Geiger. Played alone or with a group of up to four, Geiger\'s game has tasks to fight the virus as it gets more virulent. Within twenty minutes, players should be able to win the virus and also keep their game factories running to produce, for instance, ample supplies of toilet paper. Garnering funds five times more than he pledged on the fundraising platform, Kickstarter, Geiger\'s is one of over 300 COVID-19- or more broadly, medical themed games that game creators have been seeking support for, according to Kickstarter and the Board Game Geek, a platform for game designers. Targeted at enthusiasts from the age of five or eight and above, some are more popular than *Corona Battle Against COVID-19* for the right reasons: way more complex, engaging, and more importantly, the rulebook is very comprehensive, unlike Geiger\'s.

*Clinic: COVID-19 Pandemic* is a popular extension to the game Clinic Deluxe developed by the French mathematics teacher Alban Viard, who is married to a nurse and took inspiration from conversations around the pandemic in his own house. This is a cooperative game where players try to treat more patients by thinking like a clinician, deciding which one to be tested and treated. At the end of the game, there must be more number of treated patients than the deceased. "If the players reach a given amount of victory points, they also discover a vaccine for COVID-19 \[in the game\]," Viard told *The Lancet Infectious Diseases*.

While the science of such games can be put under a spectrum of good to bad, the psychology of these games clearly aims at engaging people to creatively combat the lockdown even if the world takes its time to contain severe acute respiratory syndrome coronavirus 2 (SARS-CoV-2). Their appeal is also to apparently help people engage in activities to try and make sense of how the world could be kept up and running as the virus seethes. Several examples of such games as the *Pandemic* saga, that has been available since the 2009 influenza pandemic, and *Pathogenesis* seem to share the same idea.

The aesthetic value of such games has spurred a soar in the sales of board games and the time people spend online for virtual games, in addition to finding a soft corner in the hearts of parents and educators for their pedagogic value. For instance, *L\'oca in quarantena* ("The goose in quarantine") is a freely downloadable game based on the old board game The Game of the Goose. *L\'oca in quarantena* was created by a group of students at the Libera Università Maria SS. Assunta (LUMSA) University in Rome, Italy, to teach children the measures that need to be taken to combat the virus. "It is a way of teaching kids measures against the coronavirus while they are having fun," Paula Benevene, a professor of psychology at the LUMSA University who led the creation of the game, told the Spanish news agency, Efe.

More such games backed by academia and non-governmental organizations (NGOs) aim at engaging the public on a citizen science path as well as to create awareness around humanitarian issues during the COVID-19 pandemic. One of the most notable examples is *FoldIt,* developed in the USA by the University of Washington Center for Game Science, University of Washington Institute for Protein Design, Northeastern University, Vanderbilt University, University of California, Davis, and University of Massachusetts, Dartmouth. This free game asks players to plunge themselves in the protein folding puzzle to help solve the structure of viral proteins. With confidence of success from a similar project in 2011 where players solved the structure of a HIV-related protein, the researchers hope now to tackle the SARS-CoV2 through *FoldIt*.

The Chennai, India-based NGO, Yein Udaan (meaning, "My Take Off") backed the development of a grim yet much needed *Survive COVID* game. Since India has been in the lockdown, several thousand migrant workers and domestic helps were pushed into poverty, malnourishment and heightened risk of exposure to SARS-CoV-2. Yein Udaan attempted to reach the hearts of people with a smartphone to put them in the shoes of the vulnerable population. Given inhumane conditions like in real life, one loses the game when the player runs out of money or their risk of COVID-19 reaches 100 per cent. Some of my friends and I could not go beyond early levels in the game because it portrays the realistic plight of the migrants affected by the COVID-19 pandemic in India, which leaves the player heartbroken and quit the game for the fear of losing their peace and sanity.

Playing the pandemic away seems to be light-hearted on the face of it. But for the one who explores the spectrum of emotions via the plethora of games, it is a game of witnessing life and death; a game of science and politics; a game of hope and despair; and a game of playing with fire -- like our politicians do.
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